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Perkembangan era digital di seluruh dunia yang begitu cepat, mendorong perubahan 
signifikan dalam gaya hidup masyarakat tanpa terkecuali di Indonesia. Beberapa contoh 
perkembangan industri akibat pertumbuhan di era digital adalah industri e-commerce, online 
travel, dan online media. Indonesia memiliki tingkat penetrasi Internet sebesar 64,8% dan 
pada umumnya terhubung kepada Internet telepon genggam. Hal ini mendorong industry ride 
hailing juga ikut berkembang akibat tingginya aktivitas belanja online di Indonesia. 
Konsumen akan memiliki rasa loyalitas pada suatu layanan jasa ride hailing jika layanan 
tersebut bisa memberikan tingkat design aesthetics yang berdampak pada perceived 
usefulness, perceived ease of use, dan perceived enjoyment yang didapatkan. Hal ini 
kemudian akan mempengaruhi loyalty seseorang terhadap suatu layanan aplikasi ride hailing. 
Gojek merupakan salah satu bisnis ride hailing berbasis aplikasi di Indonesia yang hadir 
sebagai solusi untuk mempermudah dan mempercepat aktivitas sehari – hari masyarakat. 
Oleh karena itu, peneliti ingin mengetahui apakah design aesthetics memiliki pengaruh 
terhadap perceived usefulness, perceived ease of use, dan perceived enjoyment, serta 
implikasinya terhadap loyalty seseorang. 
Pada penelitian ini, metode yang digunakan adalah metode deskriptif kuantitatif 
dengan pengumpulan data melalui kuesioner yang disebarkan kepada 124 responden. Data 
yang diperoleh kemudian akan diolah menggunakan SPSS dan LISREL. Hasil penelitian ini 
membuktikan bahwa design aesthetics memiliki pengaruh positif terhadap perceived 
usefulness, perceived ease of use, dan perceived enjoyment. Akan tetapi, design aesthetics 
tidak memiliki pengaruh positif yang signifikan terhadap perceived enjoyment. Selain itu, 
perceived usefulness terbukti memiliki pengaruh positif terhadap loyalty dan perceived 
enjoyment juga terbukti memiliki pengaruh positif terhadap loyalty. 
 
Kata Kunci:  design aesthetics, perceived usefulness, perceived ease of use, perceived 
enjoyment, loyalty.  
ABSTRACT 
 
The rapid development of the digital era around the world is driving significant 
changes in people's lifestyles including Indonesia. There are several examples of the 
industrial developments which result in a growth of this digital era such as e-commerce, 
online travel, and online media. Indonesia has a penetration degree of 64,8% in Internet 
usage and most of the Internet users are connected through mobile Internet. It encourages 
the ride hailing industry to develop due to high online shopping activities in Indonesia. 
Consumers will have a sense of loyalty towards a ride hailing service if the service can 
provide a level of design aesthetics that has an impact on perceived usefulness, perceived 
ease of use and perceived enjoyment. This will affect on someone’s loyalty towards a ride 
hailing service. Gojek is a ride hailing based-app business in Indonesia which acts as a 
solution in making people’s lives easier. Therefore, author wants to know if design aesthetics 
has an influence on perceived usefulness, perceived ease of use, and perceived enjoyment as 
well as their implications on someone’s loyalty. 
This research is using descriptive quantitative method by collecting its data through 
questionnaire with 124 respondents. The collected data will be analyzed using SPSS and 
LISREL. The results of this study show that design aesthetics has a positive effect on 
perceived usefulness, perceived ease of use, and perceived enjoyment. Moreover, design 
aesthetics does not have a significant positive influence on perceived enjoyment. In addition 
to that, perceived usefulness is proven to have a positive influence towards loyalty and 
perceived enjoyment is also proven to have a positive influence on loyalty. 
 
Keywords:  Design aesthetics, perceived usefulness, perceived ease of use, perceived 
enjoyment, loyalty.  
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